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Larger ships 


Abandoned Ideas: 
Event Vignettes 


Abandoned Ideas: 
Background Elements 


Closing 


FIL is a Spaceship Simulation Roguelike-like - 
where players explore a randomly generated 
galaxy fighting pirates and avoiding the Rebel fleet. 
Players command a single ship, managing Its Crew, 
poWer distribution, Weapons and upgrades. They 
MUST Navigate a variety of hostile sectors and 
make Tough decisions every step of the way. The 
game is intensely difficult and failure results ina 
complete loss of your ship and crew, forcing you To 
Try again from the start. 
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all of Their Triends and family. 
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FIL was released on September 14Th 2012 and 
created by Subset Games. IT was primarily made 
by Matthew Davis and Justin Ma with the help of 
Ben Prunty (Audio/Music}), Tom Jubert (Writing?) and 


This Book will highlight the art of The game and 
give some insight into how if Was made 
You enjoy it. 


. We hope 


The Kestrel 


From the very beginning, Wwe knew The focus of 

FTL would be on the interior of @a space ship. 

The evolution of the Kestrel was Tied with the 
development of the game s core design. 
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This detailed layout 
would work better 
for 3a game less 
TOcuUSsSeO on combat. 
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The final version 





: The final interiors 


Eroken into 
Detailed pieces 


Interiors 





We thought about 
having a detailed 
ship interior. 

This is an example 
of a Warning light. 
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The Federation is 4 multi-racial peace keeping Ly ir c: e a. 


government. Humans are frequently associated 
wiTh The organization since they played 8 central 
role in its creation. IT Was criticized by ifs 
detractors as stifling natural development and 
Technological advancement. Perhaps there was 
some Truth To Their claims since the Federation 
Was entirely unprepared for a sneak attack which 
Threw the galaxy into chaos. 















The Osprey 





Nisos 





The Federation's ships feature 
prominent cockpits and externally 
attached engines. [he coloring and 
design are inspired by sci-Ti shows 
and movies. 
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Walking Fighting Repairing 
The Eng! are a robotic race where 
each humanoid unit is comprised of re "i ee 
hundreds of trillions of nano-boTs. : : | Y 7 
They are the closest allies of the Dying 


Federation and are very peaceful in 
nature. [hey preter research and 


practical utility over all else The Engi ships are circular, allowing easier 


maintenance and defense using drones. 
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The Vortex 


Aesthetics are not 

a concern of the Engi: 
Their ships appear 
similar To piles of junk 
welded together 


haphazardly. 5 








The Torus 





The Gila Monster 
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The Mantis =. 


an E r ; The Mantis are an aggressive, 
i” —o- = =, fPapidly breeding race that 
: L would quickly expand their 


Walking borders if left unchecked. 
ae They often enslave Engi To 
Jf) + “ “ compensate for their lack of 

: aby technical ability. 
hy: Jlssnine Their ships have 
ve a. ore ae aggressive shapes 





ir Woe a at a i ~ That feature spikes C6 
Dying Spitting and sharp angles. 
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The Zoltan are the most ancient race 
In The galaxy. Having Transcended beyond 
Their physical bodies eons ago, they Take 
The form of pure energy. Although they 
take pride in being an entirely just. 
society, They can seem amoral and 
condescending To other races. 


Noether 


Their ships are asymmetrical in design, 


focusing on organic shapes and curved 
SuUrTaces. 





Bulwark The Rockmen are tough, xenophobic beings 


who are governed by strict cultural rules and 
class hierarchies. The rare individuals who 
work Together with other races are frequently 
shunned and abandoned by Their peers. 
Despite this, their leaders submitted To 
Federation rule To maintain galactic peace. 


The Rockmen «": 


Their ships are 
bulky and rely on 
heavy armor for 
protection. Their 
STTUCTUCES Were 
inspired by 





armadillos. 
- A i shivan 
ts : _ Assault . 
L | P| | | F hter 
7 ag ~ 4 Scout 
Jumping (Putting out Tire) ” i =p 
Le , 7 r \ Ss 
"7 ul Lie fa a a a \ / ‘ 
F 5 * | ca i | ie } 
fons pe! 7 th ea 
Throwing = Repairing - s oh / 
es | 1 + 
"oh ia ——— | , y 
L cL : : 
‘ uf = a ie 


Dying The Freespace-inspired Shivan <>= 
is my personal favorite design. 


The Slugs * 


The Slugs are an organic race with strong 
telepathic powers. It is rude for a slug To 
enter another slug’'s mind, but They have no 
qualms with manipulating other races. This 
led To their reputation as untrustworthy 
merchants and cruel thieves. They 
frequent nebulae since their telepathy 
gives them a distinct advantage over ships 
That rely on Sensors. 


Light Cruiser 
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The Stormuwalker 


Assault 





The Slug ships resemble aa 
jellyfish and use organic ‘an os a h 
shapes mixed with mechanical i: 
elements. They are normally 
colored to blend in with their 
nebula environments. 
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SS “The Crystalline Beings are 

a | an sauyoiipeeen cousins to the Rockmen. 

aot hey isolated themselves thousands of years 
ago in an effort to avoid the chaos of the then 

warring galaxy and focus on developing their culture. 


The Crystalline Eeings 


Their ability To create and expand crystals around 
Them led to the incorporation of crystals into every 
aspect of their lives. Their ships and colonies are 
encased in crystal, Their weaponry is derived 
from crystals and even their bodies are 


Carnelian primarily made of crystal. 








since This alien race was 
largely designed by one of 
our Kickstarter backers, 
a lot of Time was spent 
determining The art style. 
They are the most Time 
consuming and complicated 
ships. You can see the 
process of drawing below. 
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shading 
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Fake GBeveling 








_" Outlines 


The Crystal ships Crystal 
use Their own Burst 
Unique Weaponry 
That relies on 
shield piercing. 


Heavy 
Crystal 
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Eomb ay 





Removing the 
Final Coloring 
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The Pirates - 


With the collapse of Federation rule, pirates have 
become ubiquitous across the galaxy. Although there is 
some cohesion between pirate groups, in general They 
act as lone entities trying To profit off of the unrest. 


Most types of ships have their pirate counterpart 
with The hull being painted to show their allegiance. 


Rebel ships use inter- 


The Rebel’s main fleet only 
changable wings and 


appears in The distance although 
cockpits to save on T rT = Fi = : iE | = -. they play a pivotal role in the war. 
development costs. : 


Their design is more 


The Rebels are aggressive human 
aggressive than the SUpremacists. They believe that The 
Federations. 


Federation s limit on intergalactic 
expansion prevents humans Trom 
reaching their Tull potential. 
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" The Rebels employ the use of 
ie automated ships that do not 


hepairing Punching require crew. 


Auto-Scout 


Auto-Assault (13 


The Flagship 


Although The specifics are vague, 
The flagship spells doom for the 
Federation fleet if allowed to reach 
Their last refuge. Small and fast 
enough to bypass the larger ships, 


stop this behemotn. 


IT's up The the player to | \ 
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Visually The Tlagship maintains 
The wing STructures seen in 
The other Rebel ships. IT also 
houses four unique artillery 
Weapons and the ability To 
dish out Serious damage with 
ITS Various SUPEr-powers . 








The Flagship is very versatile, 
switching Tactics each Time iT is 
defeated. The player's ship 
needs To be well rounded to 
survive each phase of the fight. 
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Drawing Method Bia 


rear Calept : 


To create the alien ships, 
| would TirsTt determine a theme 
That would reflect their 
Temperament and style. 


sketches would help decide 
The overall shape and then color 
iS added To create the deptn. 








sketching aieltl= | i Adding Color mlat=l 
Sketches in PS Layout OurTlines and Depth Shading 
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Weaponry 


The weapons and drones have design similarities To help 
Indicate the effect of the item and ifs relative strength 
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The nebula is created 
by slowly expanding very 
low-resolution purple 
clouds. 


lon storms use modified 


nebula clouds with periodic 


flashes of lightning. 





Hazarqous 
Environments 


The sun environment is especially 


dangerous and the visuals needed 
To reflect | that. If dominates most 
of the screen and pulsates 


rhreareningly. 


Asteroid fields have four 


layers of rocks that pan at 
different speeds to create 


the impression of a dense 


field of rocks. 











There was a lot 
of debate over 
what should be 
shown in the 
Crew portraits, 
eventually 
simplicity won. 


The User Interface 


A lot happens during a game of FIL. 
The user interface needed to convey a ton 
of information but not be overwhelming. 


Everything non-system related 


needed To be shown In one area. 








AES To 


SRIELES Nice: 


By ME 
Oi HET) ies 


Class: Energy Bomber 


ANIL, 
ED ee cs es 


L 
E 


ae We needed To 
@ reir show most of 
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ships. 


Enemy ship size 
was Therefore 
Very limited. 
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The decision To use power bars To represent system strengtn, health, 


and power distribution allowed us To display most of the important information 


about the ship s current status at the bottom of the screen. 


This is The first mockup 
of the system UI. 
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It was before a lot of the — 
gameplay design was final. ‘a 

TEE 7 “7 o : | WnISSILES |) This is a mockup 
It featured system and lo | | nl Py |) Ul using one of 


reactor overclocking. norm the Tirst playable 


Versions of FIL. 


Crew were circles, 
The original pixel 
Kestrel was used 
and the general 

| SS aesthetic was not 
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crew info would panacea 


One early concept 
have portraits 


was to display the 





at TIFST. whole game as IT 

We Pa Gee) Sd N\ A geo. It Were a console 
This was abandoned ' . cea. y ay ee = on the spaceship. 
since images of the i= _ 


crew could remove 
some of the fun of imagining 
what They look like. 
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Abandoned Ideas 


The process of creating a game frequently 
involves having to abandon your lofty ideas 
In order To finish the game in as Timely a 
manner as possible. The following pages 
contain some of the ideas that we eventually 
had To cut or change. 


We hoped to have non-military 
civilian ships as well. In the end 
They were cut because it would take 
Too much Time for little direct payoff. 





UnTinished ships 


These ship designs were abandoned since 


| was Unable To find an interesting theme or These ships have have some 
singluar aspect To focus on. IT Was important interesting details but | felt 

To have recognizable features for each of having an iconic style was more 
The races. important than extreme detail. 


\ 








Larger ships 


The resolution is extremely important when using pixel art. 
Unce We determined what needed To Tit on the screen, we 
discovered that the initial ships all had to be redone. These 
are the original larger versions of the Slug and Rebel ship 








The rebel Ship design was Svan rally aritlrsly rast nis. it was 
The Tirst | had worked on and looked o Tf plac 
more detailed ships | created after getting comfortable 2 
with the art style. 
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af The images would have inter- 


changable parts: for example 
The ship in the viewer could be 
different based on the event. 
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Event Vignettes 


One abandoned idea was To have an image 


accompany each text event. This was cut for 


Two reasons. Firsf, It would detract from the 


player s Treedom To imagine the details of the 
Game. Second, perhaps more practically, if 
would be extremely Time consuming To make 


Beacons are scattered 
Throughout the galaxy to 
provide navigational systems 
with enough data to make a 
successful faster-than-lightT 
jump. 


They are only described in 
The game but | was hoping To 
have visuals for them as well. 
Eventually if was cut after | 
was Unable to determine a 
style that | liked. 
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Early on we had hoped that players 
would be able To explore space 
sTtaions and planetary settlements. 
Having art accompany descriptions 
of Tleets or stations would have been 
a Time intensive addition, but would 
have provided additional atmosphere. 














About The Artist, Justin Ma 


FIL was my TirsT full project working 


with pixel art. | was a4 full Time game Thanks To ail 


designer before starting subset Games. 


Previously | would attempt photorealistic 

photoshop drawings but now | generally 

use pen and ink To draw sketches like This 
one which was made during FIL s development. 


FTL was created by: 
MATTHEW DAVIS and JUSTIN MA 


WiTh sound and music by: 
EEN PRUNTY 
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and story and writing help from: 
TOM JUBERT 


Rani 
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rh, a 
Aa 


FTL wouldn't have been possible 
without the help and support from: 


ALISON, MARIA, MATTHIEU, BRYAN, COLLIN, 
ANTON, ETHAN, AIA TAI YI, our PARENTS, 
and our KICKSTARTER BACKERS. 


And thanks To you, our players! 














